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GAME CONTROL METHOD, GAME
CONTROL DEVICE, AND RECORDING
MEDIUM

CROSS REFERENCE TO RELATED
APPLICATION

This application is a new U.S. patent application Ser. No.
that claims benefit of JP 2013-049388, filed on Mar. 12, 2013,
JP 2013-202682, filed on Sep. 27,2013 and JP 2013-262855,
filed on Dec. 19, 2013. The entire contents of JP 2013-
049388, TP 2013-202682, and JP 2013-262855 are hereby
incorporated by reference.

TECHNICAL FIELD

The present invention relates to a game control method, a
game control device, and a recording medium.

BACKGROUND

In recent years, a social game is known which is provided
on a social networking service (SNS) and which is played by
a user while communicating with another user.

An application program for playing a social game is
roughly divided into a native application that is downloaded
to a communication terminal, installed on the communication
terminal, and then used, and a web application that runs on a
web server and is used by a web browser of the communica-
tion terminal.

The native application is an application that depends on the
OS of a communication terminal, such as an iPhone (regis-
tered trademark) terminal and an Android (registered trade-
mark) terminal of a smartphone. For example, a server device
distributes a native application, such as an iPhone application
by Objective-C or an Android application by Java (registered
trademark), etc., from the platform to each communication
terminal.

It is necessary to develop the native application by two
kinds of programming languages, i.e., the programming lan-
guage “Objective-C” compatible with iPhone terminals and
the programming language “Java” compatible with Android
terminals. Because of this, it is necessary to make the native
application public through an official marketplace after sub-
jecting the native application to coding processing using a
language specific to the platform of communication termi-
nals.

On the other hand, it is possible to cross-develop the web
application for both of the platforms based on the languages,
such as HTMLS (Hyper Text Markup Language 5), Javascript
(registered trademark), and CSS3 (Cascading Style Sheets 3),
and it is not necessary to make the web application public
through an official marketplace at the time of disclosure.
Further, the web application does not depend on the OS of the
terminal.

Incidentally, among the above-mentioned social games,
there is a social game in which it is possible to constitute a
group referred to as a guild by a plurality of users (players)
who play the game. In such a social game, it is possible to
share or communicate information among a plurality of users
(guild members) constituting the same guild.

Further, in a social game in which, for example, a user
fights a battle with an enemy character using various kinds of
characters, etc., possessed by the user, it is possible to fight a
battle with, for example, an enemy character referred to as a
raid boss with cooperation among the guild members. In the
case where a user fights a battle with an enemy character with
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2

cooperation among the guild members and wins the battle, it
is possible for the guild members to obtain various kinds of
rewards (for example, characters, items, etc.).

SUMMARY

In the above-mentioned social game in which a user fights
a battle with an enemy character with cooperation among the
guild members, it is profitable for a user to constitute a guild,
because it is possible to obtain, for example, rewards that
cannot be obtained by one user, by constituting a guild.

However, the purpose of the guild in such a case is to win
a battle, and therefore, the guild tends to consist of users at a
high level (experts) in the social game. Further, the upper
limit is set to the number of guild members in many cases.

Because of this, it is only possible for a user at a low level
(beginner) to constitute a guild with users at about the same
level as the user, and as a result, there is a possibility that a
reward desired by the user cannot be obtained. Such circum-
stances cause the motivation for the game of a user at a low
level to be reduced.

That is, for example, a new mechanism that enables a user
to play in cooperation with a plurality of users (guild) regard-
less of the level, etc., is necessary in the social game.

An object of the present invention is to provide a game
control method, a game control device, and a recording
medium capable of providing a mechanism in which a plu-
rality of users plays in cooperation with one another.

According to an aspect of the present invention, there is
provided a game control method carried out by a game control
device connected to a plurality of communication terminals
used by each of a plurality of users who play a game so as to
be capable of communicating therewith. The game control
device has a storage unit for storing group information indica-
tive of a group consisting of a plurality of users who play the
game and game piece information indicative of a plurality of
game pieces constituting one item. This game control method
includes the steps of giving a game piece to each of the
plurality of users in accordance with an operation of the user
to a communication terminal used by the user, storing
obtained game piece information indicative of the game piece
given to each of the plurality of users in the storage unit,
determining whether all of the plurality of game pieces nec-
essary to constitute the one item indicated by the game piece
information are given to a plurality of users constituting a
group indicated by the group information based on the
obtained game piece information stored in the storage unit,
and giving a reward to a plurality of users constituting a group
indicated by the group information in a case where it is
determined that all of the plurality of game pieces are given.

According to the present invention, it is possible to provide
a mechanism in which a plurality of users plays in coopera-
tion with one another.

BRIEF DESCRIPTION OF THE DRAWINGS

Other features and advantages of the present optical device
will be apparent from the ensuing description, taken in con-
junction with the accompanying drawings, in which:

FIG. 1 is a block diagram illustrating a hardware configu-
ration of a network system including a game control device
according to an embodiment of the present invention;

FIG. 2 is ablock diagram illustrating a configuration of the
main functions of the game control device 50 illustrated in
FIG. 1,
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FIG. 3 illustrates an example of the data structure of card
parameter information stored in the storage unit 42 illustrated
in FIG. 2;

FIG. 4 illustrates an example of the data structure of robot
parameter information stored in the storage unit 42 illustrated
in FIG. 2;

FIG. 5 is a flowchart for explaining an outline of the flow of
the card battle game in the embodiment;

FIG. 6 is a flowchart illustrating the processing procedure
of the game control device 50 in the case where a quest is
started in the card battle game in the embodiment;

FIG. 7 is a flowchart illustrating the processing procedure
of'the game control device 50 at the time of evolving the card
character by combination in the card battle game in the
embodiment;

FIG. 8 is a flowchart illustrating the processing procedure
of'the game control device 50 when a robot battle occurs in the
card battle game in the embodiment;

FIG. 9 is a flowchart illustrating the procedure of the pro-
cessing to set battle parameters performed by the parameter
setting unit 53;

FIG. 10 is a flowchart illustrating the procedure of the
processing to generate a robot battle image performed by the
game control unit 54;

FIG. 11 is a flowchart illustrating the procedure of the
processing to generate a robot battle image performed by the
game control unit 54;

FIG. 12 illustrates an example of the data structure of guild
information stored in the storage unit 42;

FIG. 13 illustrates an example of the data structure of game
piece information stored in the storage unit 42;

FIG. 14 illustrates an example of the data structure of
obtained game piece information stored in the storage unit 42;

FIG. 15 illustrates an example of the data structure of level
information stored in the storage unit 42;

FIG. 16 is a flowchart illustrating the procedure of the
processing to cause a guild event to occur performed by the
game control device 50 according to the embodiment; and

FIG. 17 is a flowchart illustrating the procedure of the guild
event management processing performed by the game control
device 50 according to the embodiment.

DESCRIPTION

Hereinafter, with reference to the drawings, an embodi-
ment of the present invention will be described.

FIG. 1 is a block diagram illustrating a hardware configu-
ration of a network system (game control system) including a
game control device according to the present embodiment.

The network system illustrated in FIG. 1 mainly includes a
computer (server computer) 10 and a plurality of communi-
cation terminals 20 used by, for example, each of a plurality of
users who play a social game. In FIG. 1, only one communi-
cation terminal 20 is illustrated for convenience.

The plurality of communication terminals 20 is connected
to the computer 10 so as to be capable of communicating
therewith via a network 30, for example, such as the Internet.

It is possible to use, for example, a smartphone, a feature
phone, a tablet terminal, etc., as the communication terminal
20 and it is assumed that the hardware configurations specific
to the devices, the adopted OS, the installed application pro-
grams, etc., range widely.

The computer 10 is connected to an external storage device
40, such as a hard disk drive (HDD). The external storage
device 40 stores a program 41 executed by the computer 10.
The computer 10 and the external storage device 40 configure
a game control device 50.
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The game control device 50 according to the present
embodiment has a function for providing a card battle game
(social game) using, for example, card characters as game
elements, such as various kinds of characters, to a user via the
communication terminal 20. In the card battle game in the
present embodiment, it is possible for a user to fight a battle
via the communication terminal 20 with an enemy character,
such as a non-player character (NPC), by combining a plu-
rality of card characters possessed by the user. Further, in the
card battle game in the present embodiment, a mechanism in
which the game is played with cooperation among a plurality
of'users is provided, as will be described later.

It is assumed that the card battle game in the present
embodiment runs on the game control device (web server) 50
and is implemented by the web application used by the web
browser of the communication terminal 20.

FIG. 2 is ablock diagram illustrating a configuration of the
main functions of the game control device 50 illustrated in
FIG. 1. As illustrated in FIG. 2, the game control device 50
includes a card management unit 51, a deck construction unit
52, a parameter setting unit 53, and a game control unit 54. In
the present embodiment, it is assumed that each of these units
is implemented by the computer 10 illustrated in FIG. 1
executing the program 41 stored in the external storage device
40. It is possible to distribute the program 41 by storing in
advance in a computer readable recording medium. Further,
the program 41 may be downloaded to the computer 10 via
the network 30.

Further, the game control device 50 includes a storage unit
42. In the present embodiment, the storage unit 42 is accom-
modated, for example, in the external storage device 40.

The card management unit 51 has a function for giving
various kinds of card characters and items used in the above-
mentioned card battle game to a user who plays the card battle
game in accordance with the progress of the card battle game.
It is assumed that to the card characters given by the card
management unit 51 (i.e., card characters possessed by the
user), parameters are set in advance. Further, the card man-
agement unit 51 has a function for managing the (information
on the) card characters, items, etc., possessed by the user.

The deck construction unit 52 selects a plurality of card
characters (first characters) possessed by a user in accordance
with the user’s operation to the communication terminal 20.
The deck construction unit 52 constructs a deck of the user
who plays the card battle game, by using the selected plurality
of card characters and robot characters (second characters
possessed by the user) different from the card characters. In
other words, the deck constructed by the deck construction
unit 52 includes a plurality of card characters and robot char-
acters.

The robot character is a game element given to a user in
advance when, for example, the user plays the card battle
game. Itis assumed that, to the robot character, parameters are
set in advance similarly to the above-mentioned card charac-
ter.

The parameter setting unit 53 determines the parameters of
the robot character based on the parameters set to the plurality
of card characters and robot characters included in the deck
constructed by the deck construction unit 52. The parameters
set by the parameter setting unit 53 are set as the parameters
for a robot battle of the robot character.

The game control unit 54 has a function for receiving
operation information indicative of, for example, various
kinds of operations of a user to the communication terminal
20 from the communication terminal 20 and to control the
entire progress of the card battle game based on the operation
information, etc.
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Further, at the time of a battle between the robot character
to which the above-mentioned robot battle parameters are set
and an enemy character (hereinafter, referred to as a robot
battle), the game control unit 54 controls the battle between
the robot character and the enemy character based on the
robot battle parameters and the parameters set to the enemy
character. In this case, the game control unit 54 generates an
image for displaying the effect of the robot battle and the
outcome of the robot battle (hereinafter, referred to as a robot
battle image). The robot battle image generated by the game
control unit 54 is displayed on the communication terminal
20 via the network 30.

Further, the game control unit 54 causes an event to occur
for a group referred to as a guild consisting of a plurality of
users to play with cooperation among the users in the group
(hereinafter, referred to as a guild event). In the case where the
guild event occurs, it is possible for the plurality of users
constituting the guild to obtain various kinds of rewards (e.g.,
card character, item, etc.) by satisfying conditions determined
in advance in the guild event.

In the storage unit 42, various kinds of information neces-
sary to control (advance) the card battle game are stored.
Specifically, in the storage unit 42, parameter information
including the parameters set in advance to the various kinds of
card characters used in the above-mentioned card battle game
(hereinafter, referred to as card parameter information) and
parameter information including the parameters set in
advance to the robot characters (hereinafter, referred to as
robot parameter information) are stored in advance. In the
case where a new card character or robot character, etc., is
added as a new game element of the card battle game, the
parameter information, etc., stored in the storage unit 42 is
updated.

Further, in the storage unit 42, guild information indicative
of'the above-mentioned guild consisting of a plurality of users
(group information), information on guild events, informa-
tion on card characters, items, etc., possessed by a user who
plays the card battle game, and information on the user are
stored.

FIG. 3 illustrates an example of the data structure of card
parameter information stored in the storage unit 42 illustrated
in FIG. 2.

As illustrated in FIG. 3, the card parameter information
includes HP (hit point), attack power, speed, and (a parameter
of) skill associated with a card ID. The card ID is an identifier
for identifying the card character. The HP is a numerical value
expressing resistance of the card character identified by the
card ID against damage by the attack of an enemy character.
When the HP becomes 0, for example, it is no longer possible
to fight a battle and the user is defeated in the battle. The
attack power is anumerical value expressing an ability related
to the attack on an enemy character and affects damage
inflicted on the enemy character. The speed is a numerical
value that affects the order of attack, etc., for example, at the
time of a battle with an enemy character. The skill brings
about a predetermined effect in a battle with an enemy char-
acter and includes, for example, attack skill, defense skill,
pre-attack skill, etc., as will be described later.

In the example illustrated in FIG. 3, the card parameter
information includes the HP “100”, the attack power “10”, the
speed “12”, and the skill “skill 1 associated with the card ID
“1”. According to this, it is indicated that the HP of the card
character identified by the card ID “1”is 100, the attack power
is 10, the speed is 12, and the card character has the skill 1.

Similarly, the card parameter information includes the HP
“120”, the attack power “15”, the speed “8”, and the skill
“skill 2” associated with the card ID “2”. According to this, it
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6

is indicated that the HP of the card character identified by the
card ID “2” is 120, the attack power is 15, the speed is 8, and
the card character has the skill 2.

Explanation is given on the assumption that the card
parameter information includes parameters of the HP, the
attack power, the speed, and the skill; however, the card
parameter information may include other parameters.

FIG. 4 illustrates an example of the data structure of robot
parameter information stored in the storage unit 42 illustrated
in FIG. 2.

As illustrated in FIG. 4, the robot parameter information
includes HP, attack power, speed, and (a parameter of)
attribute associated with a robot ID. The robot ID is an iden-
tifier for identifying the robot character. The HP, the attack
power, and the speed are the same as those included in the
above-described card parameter information, and therefore,
detailed explanation thereof is omitted here. The attribute
indicates the attribute allocated to the robot character identi-
fied by the robot ID and includes, for example, a long distance
type, an intermediate distance type, a short distance type, etc.

In the example illustrated in FIG. 4, the robot parameter
information includes the HP “3007, the attack power “30”, the
speed “40”, and the attribute “intermediate” associated with
the robot ID “1”. According to this, it is indicated that the HP
of'the robot character identified by the robot ID “1” is 300, the
attack power is 30, the speed is 40, and the (attribute of the)
robot character is the intermediate distance type.

Further, the robot parameter information includes the HP
“290”, the attack power “25”, the speed “50”, and the attribute
“long” associated with the robot ID “2”. According to this, it
is indicated that the HP of the robot character identified by the
robot ID “2” 15 290, the attack power is 25, the speed is 50, and
the (attribute of the) robot character is the long distance type.

Furthermore, the robot parameter information includes the
HP “320”, the attack power “35”, the speed “30”, and the
attribute “short” associated with the robot ID “3”. According
to this, it is indicated that the HP of the robot character
identified by the robot ID “3” is 320, the attack power is 35,
the speed is 30, and the (attribute of the) robot character is the
short distance type.

In the card battle game in the present embodiment, it is
assumed that, for example, three kinds of robot characters
(robot characters identified by the robot IDs “1” to “3”) are
prepared in advance, as illustrated in FIG. 4, and a robot
character selected by a user is given to the user at the time of
initial registration, etc., to the card battle game. Due to this, it
is possible for the user to fight the above-mentioned robot
battle in the card battle game in the present embodiment. It is
possible to cause each of the three kinds of robot characters
illustrated in FIG. 4 to have such characteristics that, for
example, the attribute of the robot character is superior to one
of the other two attributes; however, inferior to the other
attribute.

In FIG. 3 and FIG. 4, among the pieces of information
stored in the storage unit 42, the card parameter information
and the robot parameter information are explained, and
details of the other pieces of information will be described
later.

Hereinafter, with reference to the flowchart in FIG. 5, an
outline of the flow (main cycle) of the card battle game in the
present embodiment is explained. The object of the card battle
game in the present embodiment is, for example, to obtain a
card (character and item) of high rarity value by searching for
a search object (e.g., a planet, etc.) referred to as a chapter by
a user (player). It is assumed that a quest is set in advance in
the chapter.



US 9,079,107 B2

7

When the card battle game in the present embodiment is
started, on the communication terminal 20, a list of chapters
that a user can search for is displayed.

It is possible for a user to select a chapter by operating the
communication terminal 20 used by the user (step S1).

In the case where a chapter is selected by the user, a search
image of the selected chapter is displayed on the communi-
cation terminal 20 and the quest set in the chapter is started
(step S2).

When the quest is started, it is possible for the user to
complete the quest by operating the communication terminal
20 (e.g., tap operation, etc.) (step S3). It is assumed that the
conditions to complete the quest are set in advance.

In the case where a plurality of quests is set in the chapter
selected by the user, the above-mentioned steps S2 and S3 are
repeated for each of the quests.

In the case where all the quests set in the chapter selected
by the user are completed, a robot battle with an enemy
character (NPC) set in the chapter occurs (step S4). In the
following explanation, the enemy character (NPC) that fights
the robot battle is referred to as an enemy robot character for
convenience and other enemy characters are referred to sim-
ply as enemy characters.

If'the user wins the robot battle, it is possible for the user to
complete the chapter selected by the user (step S5). In this
case, a new chapter that the user can search for occurs (i.e., a
new chapter is released).

In the case where instructions to end the card battle game
are not given by the user (NO at step S6), it is possible for the
user to search for (select) a new chapter by returning to the
above-mentioned step S1.

On the other hand, in the case where instructions to end the
card battle game are given by the user (YES at step S6), the
card battle game is ended.

According to the card battle game in the present embodi-
ment, the game advances by completing each of the above-
mentioned chapters, and it is possible to obtain a card, etc., of
higher rarity value.

Next, with reference to the flowchart in FIG. 6, the pro-
cessing procedure of the game control device 50 in the case
where a quest is started in the card battle game in the present
embodiment is explained.

As described above, when a quest is started, the game
control unit 54 included in the game control device 50 causes
an event in accordance with the quest to occur (step S11).
Events that occur in a quest include, for example, a search
event in which, by searching for a chapter, it is possible to
obtain an experience value for increasing the level of (the
character, etc., possessed by) the user, in-game currency and
various kinds of cards (characters and items) that can be used
in the card battle game, etc., and a battle event in which a
battle with an enemy character in the quest is fought, etc. It is
assumed that in the case of the victory over an enemy char-
acter in the battle event also, the experience value, the in-
game currency, and the various kinds of cards can be
obtained.

Depending on an event that occurs, a simple user’s opera-
tion (e.g., tap operation, etc.) to the communication terminal
20 is requested. When the requested operation is performed
by the user, the game control unit 54 advances the (quest of
the) card battle game.

As described above, when an event occurs and the quest
advances, a battle with the enemy character (quest boss) setin
the quest occurs (step S12). The quest boss is a character
having a higher ability (e.g., parameters of HP, attack power,
etc.) than the enemy characters in the above-mentioned battle
event.
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It is assumed that the battle with an enemy character and
the battle with the quest boss in the battle event described
above are played by using, for example, one of the plurality of
card characters (hereinafter, referred to as a leader card char-
acter) possessed by the user, different from the above-de-
scribed robot battle. Specifically, the game control unit 54
controls the battle between the leader card character and an
enemy character or between the leader card character and the
quest boss, based on the parameters set to the leader card
character and the parameters set to the enemy character or to
the questboss included in the parameter information stored in
the storage unit 42.

The game control unit 54 displays the outcome of the battle
with the quest boss (i.e., victory/defeat) on the communica-
tion terminal 20 (step S13).

Ifthe user wins the victory against the quest boss, the quest
is completed and a new quest occurs. When a plurality of
quests is completed in this manner, a robot battle occurs as
described above.

In the card battle game in the present embodiment, by
combining one of a plurality of card characters (hereinafter,
referred to as a base card character) possessed by the user with
acard character (hereinafter, referred to as a combination card
character) other than the base card character, it is possible to
evolve (make more powerful) the base card character by
combination.

With reference to the flowchart in FIG. 7, the processing
procedure of the game control device 50 at the time of evolv-
ing the card character by combination in the card battle game
in the present embodiment is explained.

In this case, the game control unit 54 included in the game
control device 50 displays a list of a plurality of card charac-
ters possessed by the user on the communication terminal 20.
Due to this, it is possible for the user to select a base card from
the list of the plurality of card characters possessed by the user
by operating the communication terminal 20. The game con-
trol unit 54 determines a base card character in accordance
with the operation of the user (step S21).

Further, it is possible for the user to select a combination
card from the list of the plurality of card characters possessed
by the user by operating the communication terminal 20. The
game control unit 54 determines a combination card character
in accordance with the operation of the user (step S22).

The game control unit 54 increases a point related to the
evolution of the base card character (hereinatter, referred to as
the evolution point) in accordance with, for example, the
parameters, etc., set to the combination card character (step
S23). It is assumed that the evolution point of the base card
character is stored and managed in, for example, the storage
unit 42. At this time, an increase in the evolution point is
notified to the user by a gauge, etc., displayed on the commu-
nication terminal 20.

The game control unit 54 determines whether or not the
evolution point of the base card character has reached a value
specified in advance (hereinafter, referred to as the specified
value) for the base card character (i.e., the evolution point is
MAX) (step S24).

Inthe case where it is determined that the evolution point of
the base card character has reached the specified value (YES
at step S24), the game control unit 54 evolves the base card
character (step S25). The parameters of the base card charac-
ter having evolved in this manner are set higher compared to
the parameters of the base card character before the evolution.

That is, in the card battle game in the present embodiment,
by evolving the various kinds of cards by combination in such
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a mannet, it is possible to advantageously advance the game
in arobot battle with an enemy robot character, in a battle with
an enemy character, etc.

On the other hand, in the case where it is determined that
the evolution point of the base card character has not reached
the specified value yet (NO at step S24), the processing at step
S25 is not performed. In this case, the increased evolution
point of the base card character is stored and managed in the
storage unit 42, etc., and used in the next evolution of the base
card character by combination.

At step S23 described above, in the case where, for
example, the combination card character is the same as the
base card character, the amount of an increase in the evolution
point is set larger. Due to this, for example, it is possible to
encourage the user to consume the same card character in
order to evolve the card character of high rarity value, and
therefore, it is made more likely that a card character of high
rarity value is given to the user (i.e., it is possible to increase
the probability of discharging a card of high rarity value).
Further, by setting a card character (base card character)
whose evolution point mentioned above is hard to reach the
specified value and by designing the game so that the card
character can be obtained only when the battle with a specific
enemy character (e.g., a raid boss, etc., described later) is
won, it is possible to encourage the user to fight a battle with
the specific enemy character a number of times and thus to
extend the width of the play of the card battle game.

Next, with reference to the flowchart in FIG. 8, the pro-
cessing procedure of the game control device 50 when a robot
battle occurs in the card battle game in the present embodi-
ment is explained.

In the case where the above-described robot battle occurs,
on the communication terminal 20, a screen on which to
construct a deck (hereinafter, referred to as a deck construc-
tion screen) is displayed. The deck is constructed by a plural-
ity of card characters (e.g., five card characters) and a robot
character. Consequently, a user performs an operation to
specify five card characters from among the card characters
possessed by the user on the deck construction screen dis-
played on the communication terminal 20. Operation infor-
mation indicative of the operation performed by the user is
transmitted from the communication terminal 20 to the game
control device 50.

The deck construction unit 52 included in the game control
device 50 selects five card characters in accordance with the
operation of the user (the operation information transmitted
from the communication terminal 20).

The deck construction unit 52 constructs a deck of the user
using the five selected card characters and the robot character
possessed by the user (step S32). Hereinafter, the robot char-
acter included in the deck constructed by the deck construc-
tion unit 52 is referred to as a deck robot character for con-
venience.

Next, the parameter setting unit 53 performs processing to
set battle parameters on the constructed deck (deck robot
character) (step S33). In the processing to set battle param-
eters, parameters for the robot battle (hereinafter, referred to
as battle parameters) are set to the deck robot character. The
battle parameters include the HP, the attack power, the speed,
the skill, the attribute, etc., of the deck robot character. Details
of the processing to set battle parameters will be described
later.

The game control unit 54 determines whether or not
instructions to start the robot battle are given by the user in
accordance with the operation of the user to the communica-
tion terminal 20 (step S34). It is possible for the user to give
instructions to start a robot battle by performing a tap opera-

5

10

20

25

30

35

40

45

50

55

60

65

10

tion on a robot battle start button, etc., displayed on the screen
of the communication terminal 20.

In the case where it is determined that the instructions to
start a robot battle are not given (NO at step S34), the proce-
dure returns to the above-mentioned step S31 and the pro-
cessing is repeated.

On the other hand, in the case where it is determined that
the instructions to start a robot battle are given (YES at step
S34), the game control unit 54 performs processing to gener-
ate the above-described robot battle image (step S35). In this
processing to generate a robot battle image, the robot battle is
controlled based on the battle parameters set to the deck robot
character at step S33 and the parameters set in advance to the
enemy robot character in the robot battle, and a robot battle
image in accordance with the control is generated. The
parameters set in advance to the enemy robot character
include the HP, the attack power, the speed, the skill, the
attribute, etc., of the enemy robot character as in the battle
parameters set to the deck robot character.

The game control unit 54 displays the generated robot
battle image on the communication terminal 20 (step S36).

In the case where the robot battle image is displayed in the
card battle game, on the communication terminal 20, images
representing the attack and defense between the deck robot
character and the enemy robot character are automatically
displayed sequentially, and an image representing the out-
come (i.e., victory/defeat) of the robot battle is displayed
finally. It is also possible to reduce the display time of the
robot battle image and display only the image to represent the
outcome of the robot battle, in accordance with the instruc-
tions of the user.

Next, with reference to the flowchart in FIG. 9, the proce-
dure of the above-described processing to set battle param-
eters (processing at step S33 illustrated in FIG. 8) is
explained. The processing to set battle parameters is per-
formed by the parameter setting unit 53 as described above.

In the processing to set battle parameters, the parameter
setting unit 53 acquires parameter information (robot param-
eter information) including the parameters set in advance to
the deck robot character (robot character included in the deck
constructed by the deck construction unit 52) (step S41). The
(parameters included in the) robot parameter information
includes the HP, the attack power, the speed, and the attribute
as described above.

Next, the parameter setting unit 53 acquires parameter
information (card parameter information) including the
parameters set in advance to each of a plurality of card char-
acters (i.e., a plurality of card characters selected when the
deck is constructed) included in the deck constructed by the
deck construction unit 52 as described above (step S42). The
(parameters included in the) card parameter information
includes the HP, the attack power, the speed, and the skill as
described above.

Although detailed explanation is omitted, in the storage
unit 42, for example, information is stored (managed), which
includes the robot ID for identifying the robot character, the
card ID for identifying the card character, etc., possessed by
the user in association with the user ID for identifying the
user, and it is possible to acquire the robot parameter infor-
mation and the card parameter information based on the robot
ID and the card 1D included in the information at steps S41
and S42.

The parameter setting unit 53 calculates the (parameter of
the) HP included in the battle parameters set to the deck robot
character, based on the HP included in the robot parameter
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information acquired at step S41 and the HP included in each
piece of the card parameter information acquired at step S42
(step S43).

In this case, the parameter setting unit 53 calculates the
total value of the HP included in the robot parameter infor-
mation and the HP included in each piece of the card param-
eter information as the HP included in the battle parameters
by adding the (parameter value of the) HP included in the
robot parameter information and the (parameter value of the)
HP included in each piece of the card parameter information.

Explanation is given on the assumption that the total value
of'the HP included in the robot parameter information and the
HP included in each piece of the card parameter information
is calculated as the HP included in the battle parameters;
however, for example, attribute correction may be made for
the HP included in each piece of the card parameter informa-
tion. Specifically, although omitted in FIG. 3 described
above, the card parameter information may include the
attribute of the card character identified by the card ID
included in the card parameter information, and in accor-
dance with whether or not the attribute of the card character
agrees with the attribute included in the robot parameter
information (attribute of the deck robot character), the HP
included in the card parameter information may be multiplied
by an attribute correction value. In this case, the HP included
in the battle parameters is calculated by “the sum total of the
HP included in the robot parameter information+(the HP
included in the card parameter information*the attribute cor-
rection value)”. It is assumed that the attribute correction
value in the case where the attribute of the card character
agrees with the attribute of the deck robot character is a value
greater than 1, which is the predetermined value, and the
attribute correction value in the case where the attribute of the
card character does not agree with the attribute of the deck
robot character is 1. Due to this, it is possible for a user to
increase the (value of the) HP included in the battle param-
eters by selecting a card character whose attribute is the same
as the attribute of the robot character (deck robot character)
possessed by the user when the deck is constructed.

Next, the parameter setting unit 53 calculates the (param-
eter of the) attack power included in the battle parameters set
to the deck robot character, based on the attack power
included in the robot parameter information acquired at step
S41 and the attack power included in each piece of the card
parameter information acquired at step S42 (step S44)

In this case, the parameter setting unit 53 calculates the
total value of the attack power included in the robot parameter
information and the attack power included in each piece of the
card parameter information as the attack power included in
battle parameters by adding the (parameter value of the)
attack power included in the robot parameter information and
the (parameter value of the) attack power included in each
piece of the card parameter information.

Explanation is given on the assumption that the total value
of' the attack power included in the robot parameter informa-
tion and the attack power included in each piece of the card
parameter information is calculated as the attack power
included in the battle parameters; however, as in the case of
the HP described above, for example, attribute correction
may be made for the attack power included in each piece of
the card parameter information. Specifically, the card param-
eter information may include the attribute of the card charac-
ter identified by the card ID included in the card parameter
information and in accordance with whether or not the
attribute of the card character agrees with the attribute
included in the robot parameter information (attribute of the
deck robot character), the attack power included in the card
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parameter information may be multiplied by an attribute cor-
rection value. In this case, the attack power of the battle
parameters is calculated by “the sum total of the attack power
included in the robot parameter information+(the attack
power included in the card parameter information* the
attribute correction value)”. It is assumed that the attribute
correction value in the case where the attribute of the card
character agrees with the attribute of the deck robot character
is a value greater than 1, which is the predetermined value,
and the attribute correction value in the case where the
attribute of the card character does not agree with the attribute
of'the deck robot character is 1. Due to this, it is possible for
a user to increase the attack power included in the battle
parameters by selecting a card character whose attribute is the
same as the attribute of the robot character (deck robot char-
acter) possessed by the user when the deck is constructed.

Further, the parameter setting unit 53 calculates the (pa-
rameter of the) speed included in the battle parameters set to
the deck robot character, based on the speed included in the
robot parameter information acquired at step S41 and the
speed included in each piece of the card parameter informa-
tion acquired at step S42 (step S45).

In this case, the parameter setting unit 53 calculates the
total value of the speed included in the robot parameter infor-
mation and the speed included in each piece of the card
parameter information as the speed included in the battle
parameters by adding the (parameter value of the) speed
included in the robot parameter information and the (param-
eter value of the) speed included in each piece of the card
parameter information.

Explanation is given on the assumption that the total value
of'the speed included in the robot parameter information and
the speed included in each piece of the card parameter infor-
mation is calculated as the speed included in the battle param-
eters; however, as in the case of the HP and the attack power
described above, for example, attribute correction may be
made for the speed included in each piece of the card param-
eter information. Specifically, the card parameter information
may include the attribute of the card character identified by
the card ID included in the card parameter information and in
accordance with whether or not the attribute of the card char-
acter agrees with the attribute included in the robot parameter
information (attribute of the deck robot character), the speed
included in the card parameter information may be multiplied
by an attribute correction value. In this case, the speed
included in the battle parameters is calculated by “the sum
total of the speed included in the robot parameter informa-
tion+(the speed included in the card parameter
information*the attribute correction value)”. It is assumed
that the attribute correction value in the case where the
attribute of the card character agrees with the attribute of the
deck robot character is a value greater than 1, which is the
predetermined value, and the attribute correction value in the
case where the attribute of the card character does not agree
with the attribute of the deck robot character is 1. Due to this,
it is possible for a user to increase the (value of the) speed
included in the battle parameters by selecting a card character
whose attribute is the same as the attribute of the robot char-
acter (deck robot character) possessed by the user when the
deck is constructed.

Next, the parameter setting unit 53 specifies the skill
included in the battle parameters set to the deck robot char-
acter based on each piece of the card parameter information
acquired at step S42 (step S46). In this case, the parameter
setting unit 53 specifies all of the skills included in each piece
of'the card parameter information as the skills included in the
battle parameters.
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The parameter setting unit 53 sets the battle parameters
including the HP calculated at step S43 described above, the
attack power calculated at step S44, the speed calculated at
step S45, and the skill specified at step S46 to the deck robot
character (step S47).

In the case where attribute correction is made for the HP,
the attack power, and the speed included in each piece of the
card parameter information as described above and for
example, in a special case where the attributes of all of the
card characters agree with the attribute of the deck robot
character, it is also possible to further increase the battle
parameters (HP, attack power, and speed) set to the deck robot
character and it is also possible to give a special skill (e.g.,
skill related to combo (combined attack or serial attack)) in
accordance with a combination of the deck robot character
and the card characters.

In the robot battle in the present embodiment, the process-
ing to generate a robot battle image described above is per-
formed based on the battle parameters set to the deck robot
character in this manner and the parameters set to the enemy
robot character.

Next, with reference to the flowchart in FIG. 10 and FIG.
11, the procedure of the processing to generate a robot battle
image (processing at step S35 illustrated in FIG. 8) is
explained. The processing to generate a robot battle image is
processing to control the robot battle between the deck robot
character and the enemy robot character and to generate an
image for displaying the effect and the outcome of the robot
battle. The processing to generate a robot battle image is
performed by the game control unit 54 as described above.

In the processing to generate a robot battle image, the game
control unit 54 determines the attacking-first side and the
attacking-second side in the robot battle. In this case, the
game control unit 54 compares the speed included in the
battle parameters set to the deck robot character (hereinafter,
described simply as the deck robot character battle param-
eters) and the speed included in the parameters set to the
enemy robot character (hereinafter, described simply as the
enemy robot character parameters), and determines the side
having the higher (parameter value ofthe) speed as the attack-
ing-first side and the side having the lower speed as the
attacking-second side. Explanation is given on the assump-
tion that the deck robot character is determined as the attack-
ing-first side and the enemy robot character as the attacking-
second side.

The skills included in the deck robot character battle
parameters and the enemy robot character parameters include
attack skill, defense skill, and pre-battle skill.

The attack skill is activated at the time of attack by the robot
character (deck robot character or enemy robot character)
having the attack skill, and brings about an effect of, for
example, increasing the (parameter value of the) attack power
of its own during a predetermined period of time after the
attack skill is activated. The defense skill is activated at the
time of defense (i.e., when attacked by the opponent) by the
robot character (deck robot character or enemy robot charac-
ter) having the defense skill, and brings about an effect of, for
example, reducing the (parameter value of the) attack power
of the opponent in the robot battle during a predetermined
period of time after the defense skill is activated. The pre-
battle skill brings about an effect of increasing the attack
power of its own or reducing the attack power of the opponent
like the attack skill and the defense skill; however, different
from the attack skill and the defense skill, the pre-battle skill
is activated before the attack and defense (battle) is started in
the robot battle and the effect lasts during the period of time of
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the robot battle. It is assumed that the activation timing and
the activation probability are set to each of these skills.

In this case, based on the activation probability set to the
pre-battle skill included in the deck robot character battle
parameters (hereinafter, referred to as the attacking-first side
pre-battle skill), the game control unit 54 determines whether
or not to activate the attacking-first side pre-battle skill (step
S51). In the case where a plurality of attacking-first side
pre-battle skills exists, whether or not to activate the attack-
ing-first side pre-battle skill is determined for each of the
attacking-first side pre-battle skills.

In the case where it is determined that the attacking-first
side pre-battle skill is activated (YES at step S51), the game
controlunit 54 generates an image representing the activation
of the attacking-first side pre-battle skill (attacking-first side
pre-battle skill activation image) (step S52). Further, the
game control unit 54 reflects the effect produced by the
attacking-first side pre-battle skill determined to be activated
in the deck robot character battle parameters or in the enemy
robot character parameters.

On the other hand, in the case where it is determined that
the attacking-first side pre-battle skill is not activated (NO at
step S51), the processing at step S52 is not performed.

Next, based on the activation probability set to the pre-
battle skill included in the enemy robot character parameters
(hereinafter, referred to as the attacking-second side pre-
battle skill), the game control unit 54 determines whether or
not to activate the attacking-second side pre-battle skill (step
S52). In the case where a plurality of attacking-second side
pre-battle skills exists, whether or not to activate the attack-
ing-second side pre-battle skill is determined for each of the
attacking-second side pre-battle skills.

Inthe case where it is determined that the attacking-second
side pre-battle skill is activated (YES at step S53), the game
controlunit 54 generates an image representing the activation
of'the attacking-second side pre-battle skill (attacking-second
side pre-battle skill activation image) (step S54). Further, the
game control unit 54 reflects the effect produced by the
attacking-second side pre-battle skill determined to be acti-
vated in the deck robot character battle parameters or in the
enemy robot character parameters.

On the other hand, in the case where it is determined that
the attacking-second side pre-battle skill is not activated (NO
at step S53), the processing at step S54 is not performed.

Next, based on the activation probability set to the attack
skill included in the deck robot character battle parameters
(hereinafter, referred to as the attacking-first side attack skill),
the game control unit 54 determines whether or not to activate
the attacking-first side attack skill (step S55). In the case
where a plurality of attacking-first side attack skills exists,
whether or not to activate the attacking-first side attack skill is
determined for each of the attacking-first side attack skills.

In the case where it is determined that the attacking-first
side attack skill is activated (YES at step S55), the game
controlunit 54 generates an image representing the activation
of the attacking-first side attack skill (attacking-first side
attack skill activation image) (step S56). Further, the game
control unit 54 reflects the effect produced by the attacking-
first side attack skill determined to be activated in the (attack
power included in the) deck robot character battle parameters.

On the other hand, in the case where it is determined that
the attacking-first side attack skill is not activated (NO at step
S55), the processing at step S56 is not performed.

The game control unit 54 generates an image representing
the effect of the attack by the deck robot character (attacking-
first side attack image) (step S57).
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Next, based on the activation probability set to the defense
skill included in the enemy robot character parameters (here-
inafter, referred to as the attacking-second side defense skill),
the game control unit 54 determines whether or not to activate
the attacking-second side defense skill (step S58). In the case
where a plurality of attacking-second side defense skills
exists, whether or not to activate the attacking-second side
defense skill is determined for each of the attacking-second
side defense skills.

In the case where it is determined that the attacking-second
side defense skill is activated (YES at step S58), the game
control unit 54 generates an image representing the activation
of the attacking-second side defense skill (attacking-second
side defense skill activation image) (step S59). Further, the
game control unit 54 reflects the effect produced by the
attacking-second side defense skill determined to be activated
in the (attack power included in the) deck robot character
battle parameters.

On the other hand, in the case where it is determined that
the attacking-second side defense skill is not activated (NO at
step S58), the processing at step S59 is not performed.

The game control unit 54 generates an image representing
the effect of damage inflicted on the enemy robot character
(attacking-second side damage image) (step S60). In the pro-
cessing at step S60, an image representing that the attack by
the deck robot character has been avoided may be generated,
based on the probability in accordance with the speed
included in the enemy robot character parameters.

The game control unit 54 calculates damage (value)
inflicted on the enemy robot character based on the attack
power included in the deck robot character battle parameters.
In this case, the damage inflicted on the enemy robot charac-
ter may be changed appropriately in accordance with, for
example, the attribute included in the deck robot character
battle parameters, the attribute included in the enemy robot
character parameters, etc.

The damage calculated by the game control unit 54 is
subtracted from the (parameter value of the) HP included in
the enemy robot character parameters. In the case where the
image representing that the attack by the deck robot character
has been avoided is generated at step S60 as described above,
the damage inflicted on the enemy robot character is assumed
to be 0.

Next, the game control unit 54 determines whether or not
the HP from which the damage has been subtracted (herein-
after, described simply as enemy robot character’s remaining
HP) is 0 or less (step S61).

In the case where the enemy robot character’s remaining
HP is not O or less (NO at step S61), the enemy robot char-
acter’s remaining HP is held within the game control unit 54.

Next, based on the activation probability set to the attack
skill included in the enemy robot character parameters (here-
inafter, referred to as the attacking-second side attack skill),
the game control unit 54 determines whether or not to activate
the attacking-second side attack skill (step S62). In the case
where a plurality of attacking-second side attack skills exists,
whether or not to activate the attacking-second side attack
skill is determined for each of the attacking-second side
attack skills.

In the case where it is determined that the attacking-second
side attack skill is activated (YES at step S62), the game
control unit 54 generates an image representing the activation
of the attacking-second side attack skill (attacking-second
side attack skill activation image) (step S63). Further, the
game control unit 54 reflects the effect produced by the
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attacking-second side attack skill determined to be activated
in the (attack power included in the) enemy robot character
parameters.

On the other hand, in the case where it is determined that
the attacking-second side attack skill is not activated (NO at
step S62), the processing at step S63 is not performed.

The game control unit 54 generates an image representing
the effect of the attack by the enemy robot character (attack-
ing-second side attack image) (step S64).

Next, based on the activation probability set to the defense
skill included in the deck robot character battle parameters
(hereinafter, referred to as the attacking-first side defense
skill), the game control unit 54 determines whether or not to
activate the attacking-first side defense skill (step S65). In the
case where a plurality of attacking-first side defense skills
exists, whether or not to activate the attacking-first side
defense skill is determined for each of the attacking-first side
defense skills.

In the case where it is determined that the attacking-first
side defense skill is activated (YES at step S65), the game
controlunit 54 generates an image representing the activation
of the attacking-first side defense skill (attacking-first side
defense skill activation image) (step S66). Further, the game
control unit 54 reflects the effect produced by the attacking-
first side defense skill determined to be activated in the (attack
power included in the) enemy robot character parameters.

On the other hand, in the case where it is determined that
the attacking-first side defense skill is not activated (NO at
step S65), the processing at step S66 is not performed.

The game control unit 54 generates an image representing
the effect of damage inflicted on the deck robot character
(attacking-first side damage image) (step S67). In the pro-
cessing at step S67, an image representing that the attack by
the enemy robot character has been avoided may be gener-
ated, based on the probability in accordance with the speed
included in the deck robot character parameters.

The game control unit 54 calculates damage (value)
inflicted on the deck robot character based on the attack
power included in the enemy robot character parameters. In
this case, as described above, the damage inflicted on the deck
robot character may be changed appropriately in accordance
with, for example, the attribute included in the deck robot
character battle parameters, the attribute included in the
enemy robot character parameters, etc.

The damage calculated by the game control unit 54 is
subtracted from the (parameter value of the) HP included in
the deck robot character battle parameters. In the case where
the image representing that the attack by the enemy robot
character has been avoided is generated at step S67 as
described above, the damage inflicted on the deck robot char-
acter is assumed to be 0.

Next, the game control unit 54 determines whether or not
the HP from which the damage has been subtracted (herein-
after, described simply as deck robot character’s remaining
HP) is 0 or less (step S68).

In the case where it is determined that the deck robot
character’s remaining HP is not 0 or less (NO at step S68), the
deck robot character’s remaining HP is held within the game
control unit 54, and the procedure is returned to the step S55
described above and the processing is repeated. In the subse-
quent processing, the damage calculated by the game control
unit 54 is subtracted from the deck robot character’s remain-
ing HP or from the enemy robot character’s remaining HP
held within the game control unit 54 as described above. In
other words, in the robot battle, the processing at step S55 and
subsequent steps described above is repeated until either the



US 9,079,107 B2

17

deck robot character’s remaining HP or the enemy robot
character’s remaining HP becomes 0 or less.

On the other hand, in the case where it is determined that
the enemy robot character’s remaining HP is O or less at step
S61 described above, or in the case where it is determined that
the deck robot character’s remaining HP is O or less at step
S68, the game control unit 54 generates an image represent-
ing the outcome (victory/defeat) of the robot battle (victory/
defeat image) (step S69). In the case where it is determined
that the enemy robot character’s remaining HP is O or less, an
image representing that the deck robot character has won is
generated, and in the case where it is determined that deck
robot character’s remaining HP is O or less, an image repre-
senting that the deck robot character has been defeated is
generated.

Next, the game control unit 54 generates a robot battle
image for representing the effect and the outcome of the robot
battle by combining each image generated in the processing
described above (attacking-first side pre-battle skill activa-
tion image, attacking-second side pre-battle skill activation
image, attacking-first side attack skill activation image,
attacking-first side attack image, attacking-second side
defense skill activation image, attacking-second side damage
image, attacking-second side attack skill activation image,
attacking-second side attack image, attacking-first side
defense skill activation image, attacking-first side damage
image, and victory/defeat image) so that the images changes
in chronological order (step S70).

By displaying the robot battle image generated as
described above on the communication terminal 20, it is
possible for a user to view each effect of the robot battle and
to check the outcome of the robot battle.

As described above, in the (main cycle of the) card battle
game in the present embodiment, a user obtains various kinds
of cards (character and item) by completing the chapter
(quest), etc., and advances the story by completing a chapter
with a higher level of difficulty using the obtained card(s).

On the other hand, in the card battle game in the present
embodiment, besides the main cycle explained in FIG. §
described previously, there is provided a sub cycle including
a mechanism (guild event) for a group (guild) including a
plurality of users described above to play in cooperation with
one another. It is assumed that the guild event occurs (takes
place) periodically.

Hereinafter, the guild event is explained. The purpose of
the guild event is to collect a plurality of game pieces consti-
tuting one item that appears in the card battle game by a
plurality of users (guild members) constituting the guild in
cooperation with one another. In the case where the guild
satisfies predetermined conditions in the guild event, it is
possible for the plurality of users constituting the guild to
obtain various kinds of rewards. The rewards that can be
obtained in the guild event include, for example, various
kinds of card characters, items, etc.

The storage unit 42 included in the game control device 50
stores, as information on the guild event, guild information
(group information), information on the guild event (herein-
after, referred to as game piece information), information on
the card characters, items, etc., possessed by users who play
the card battle game, and information on the users. The infor-
mation on the card characters, items, etc., possessed by users
who play the card battle game includes information on the
game pieces obtained by the users in the guild event (herein-
after, referred to as obtained game piece information), etc., as
well as information on the card characters, items, etc., pos-
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sessed by the users. The information on the users includes
level information, etc., for managing the levels of the users in
the card battle game.

FIG. 12 illustrates an example of the data structure of guild
information stored in the storage unit 42. The guild informa-
tion is information indicative of the guilds constituted in the
card battle game (groups each consisting of a plurality of
users who play the game).

As illustrated in FIG. 12, the guild information includes
user IDs and guild IDs associated with each other. The user ID
is an identifier for identifying a user who plays the card battle
game. The guild ID is an identifier for identifying the guild
(group) to which the user identified by the associated user ID
belongs.

In the example illustrated in FIG. 12, the guild information
includes auser ID “user 1” and a guild ID “guild 1" associated
with each other. Further, the guild information includes a user
ID “user 2” and a guild ID “guild 1” associated with each
other. According to this, it is indicated that the users identified
by the user IDs “user 1” and “user 2” belong to the guild
identified by the guild ID “guild .

Only the users identified by the user IDs “user 1”” and “user
2” are explained for convenience; however, in the storage unit
42, the guild information on other users who play the card
battle game is also stored similarly.

In the card battle game in the present embodiment, it is
assumed that all of the users who play the card battle game
belong to (join) any one of the guilds. Specifically, it is
assumed that a user is encouraged to join an already-existing
guild after the tutorial (explanation of how to play, etc.) given
when the user plays the card battle game for the first time, and
thereby it is possible for the user to join a guild specified by
the user. It is also possible for a user to create a new guild by
him/herself and to recruit other users. Further, as the condi-
tion to join a guild, it is also possible to require approval of the
creator (leader) of the guild.

FIG. 13 illustrates an example of the data structure of game
piece information stored in the storage unit 42. The game
piece information is information indicative of game pieces
collected in the guild event. It is assumed that in the guild
event in the present embodiment, for example, it is possible to
obtain a reward by a guild collecting a plurality of pieces
(game pieces) constituting one jewel in cooperation with one
another. It is also assumed that a plurality of types of jewels
that can be collected is prepared in the guild event.

In this case, as illustrated in FIG. 13, the game piece infor-
mation includes jewel types, piece IDs, and appearance prob-
abilities associated with one another. The piece ID is an
identifier for identifying each of a plurality of pieces consti-
tuting each jewel. The appearance probability indicates a
probability with which the piece identified by the associated
piece ID appears in the card battle game.

In the example illustrated in FIG. 13, the game piece infor-
mation includes a jewel type “jewel A”, piece IDs “Al to A6”,
and an appearance probability “probability 17 associated with
one another. According to this, it is indicated that the jewel A
consists of six pieces identified by the piece IDs “Al to A6”
(hereinafter, referred to as the pieces Al to A6) and the pieces
Al to A6 appear with the “probability 1 in the card battle
game. The jewel A targets, for example, low-level users, and
all of the pieces Al to A6 are provided with a probability in
common with which the pieces Al to A6 are more likely to
appear for low-level users (while they are playing). The low-
level users are users whose levels are low in the card battle
game. The range of the low-level users may be changed
appropriately, and is assumed to be, for example, users having
levels about 1 to 20. It may also be possible to cause the pieces



US 9,079,107 B2

19

Al to A6 also to appear for users other than low-level users
with a low probability or to prevent the pieces Al to A6 from
appearing for users other than low-level users.

Further, the game piece information includes a jewel type
“jewel B”, piece IDs “B1 to B6”, and an appearance prob-
ability “probability 2" associated with one another. Accord-
ing to this, it is indicated that the jewel B consists of six pieces
identified by the piece IDs “B1 to B6 ” (hereinafter, referred
to as the pieces B1 to B6) and the pieces B1 to B6 appear with
the “probability 2” in the card battle game. The jewel B
targets, for example, intermediate-level users, and all of the
pieces B1 to B6 are provided with a probability in common
with which the pieces B1 to B6 are more likely to appear for
intermediate-level users (while they are playing). The inter-
mediate-level users are users whose levels are higher than
those of the low-level users described above and lower than
those of high-level users described later. The range of the
intermediate-level users may be changed appropriately, and is
assumed to be, for example, users having levels about 21 to
50. It may also be possible to cause the pieces B1 to B6 also
to appear for users other than intermediate-level users with a
low probability or to prevent the pieces B1 to B6 from appear-
ing for users other than intermediate-level users.

Further, the game piece information includes a jewel type
“jewel C”, piece IDs “C1 to C6”, and an appearance prob-
ability “probability 3" associated with one another. Accord-
ing to this, it is indicated that the jewel C consists of six pieces
identified by the piece IDs “C1 to C6” (hereinafter, referred to
as the pieces C1 to C6) and the pieces C1 to C6 appear with
the “probability 3” in the card battle game. The jewel C
targets, for example, high-level users, and all of the pieces C1
to C6 are provided with a probability in common with which
the pieces C1 to C6 are more likely to appear for high-level
users (while they are playing). The high-level users are users
whose levels are high in the card battle game. The range of the
high-level users may be changed appropriately, and is
assumed to be, for example, users having levels about 51 or
more. [t may also be possible to cause the pieces C1 to C6 also
to appear for users other than high-level users with a low
probability or to prevent the pieces C1 to C6 from appearing
for users other than high-level users.

Furthermore, the game piece information includes a jewel
type “jewel D”, piece IDs “D1 to D6, and appearance prob-
abilities “D1, D2: probability 17, D3, D4: probability 2, D5,
D6: probability 3” associated with one another. According to
this, it is indicated that the jewel D consists of six pieces
identified by the piece IDs “D1 to D6 (hereinafter, referred to
as the pieces D1 to D6) and the pieces D1 and D2 appear with
the “probability 17, the pieces D3 and D4 appear with the
“probability 27, and the pieces D5 and D6 appear with the
“probability 3”. The jewel D targets all of the users (i.e.,
low-level users, intermediate-level users, and high-level users
described above). Specifically, the pieces D1 and D2 are
provided with a probability with which the pieces D1 and D2
are more likely to appear for low-level users. The pieces D3
and D4 are provided with a probability with which the pieces
D3 and D4 are more likely to appear for intermediate-level
users. The pieces D5 and D6 are provided with a probability
with which the pieces D5 and D6 are more likely to appear for
high-level users. As described above, ditferent from the other
jewels, the appearance probabilities of the jewel D are set so
that each of the pieces constituting the jewel D (pieces D1 to
D6) is given to users at levels in different ranges.

FIG. 14 illustrates an example of the data structure of
obtained game piece information stored in the storage unit 42.
The obtained game piece information is information indica-
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tive of game pieces obtained by users in a guild event (i.e.,
game pieces given to the users).

As illustrated in FIG. 14, the obtained game piece infor-
mation includes user IDs and piece IDs associated with each
other. The user ID is an identifier for identifying a user who
plays the card battle game. The piece ID is an identifier for
identifying a piece (game piece) obtained by the user identi-
fied by the associated user ID (a piece given to the user).

In the example illustrated in FIG. 14, the obtained game
piece information includes a user ID “user 1 and a piece ID
“D1” associated with each other. According to this, it is indi-
cated that to the user identified by the user ID “user 17, the
piece identified by the piece ID “D1” is given.

Further, the obtained game piece information includes a
user ID “user 2” and a piece ID “D4” associated with each
other. According to this, it is indicated that to the user iden-
tified by the user ID “user 27, the piece identified by the piece
1D “D4” is given.

Only the users identified by the user IDs “user 1”” and “user
2” are explained for convenience; however, in the storage unit
42, the obtained game piece information is also stored simi-
larly for other users given a piece, which is a game piece.

FIG. 15 illustrates an example of the data structure of level
information stored in the storage unit 42. The level informa-
tion is information indicative of the level of a user who plays
the card battle game.

As illustrated in FIG. 15, the level information includes
user IDs and level information associated with each other.
The user ID is an identifier for identitying the user who plays
the card battle game. The level information indicates the level
of the user identified by the associated user ID in the card
battle game.

In the example illustrated in FIG. 15, the level information
includes a user ID “user 1” and level information “5” associ-
ated with each other. According to this, it is indicated that the
level of the user identified by the user ID “user 17 is 5.

Further, the level information includes a user ID “user 2”
and level information “2 " associated with each other. Accord-
ing to this, it is indicated that the level of the user identified by
the user ID “user 2” is 25.

Only the users identified by the user IDs “user 1”” and “user
2” are explained for convenience; however, in the storage unit
42, the level information is also stored similarly for other
users who play the card battle game.

The level of a user in the card battle game increases in
accordance with the progress of the card battle game, the
victory in the battle, etc. In the case where the level of a user
in the card battle game has increased as described above, the
(level information included in the) level information stored in
the storage unit 42 is updated each time.

Next, the operation of the game control device 50 when a
guild event occurs in the present embodiment is explained. In
this case, the game control device 50 performs processing to
cause a guild event to occur and guild event management
processing.

First, with reference to the flowchart in FIG. 16, the pro-
cedure of the processing to cause a guild event to occur
performed by the game control device 50 according to the
present embodiment is explained. This processing causes a
guild event to occur and gives a game piece in the guild event
to a user (player).

First, the game control unit 54 included in the game control
device 50 causes a guild event to occur for giving a game
piece (step S81). This guild event occurs, for example, peri-
odically. Specifically, a guild event occurs, for example, at
7:00 as a morning event, at 12:00 as a daytime event, and at
22:00 as a night event. The period of time during which the
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guild event is taking place is notified to users who are playing
the card battle game via the communication terminal 20.
Hereinafter, a user playing the card battle game is referred to
as a target user.

When a guild event occurs, the game control unit 54 deter-
mines whether or not to cause a game piece (piece constitut-
ing each jewel) to appear in accordance with the play contents
of'the card battle game of the target user (i.e., the operation by
the target user to the communication terminal 20) (step S82).
At this time, the game control unit 54 performs determination
processing based on the appearance probability included in
the game piece information and the level of the target user
indicated by the level information stored in the storage unit
42.

It is assumed that the game pieces appear in a variety of
scenes while the card battle game is being played. Specifi-
cally, the game pieces appear in a quest in the card battle game
and at the time of victory over each enemy character (quest
boss or enemy robot character).

In other words, the game control unit 54 determines
whether or not to cause a game piece to appear based on the
appearance probability in accordance with the level of the
target user described above, in the case where the state of the
play of the card battle game of the target user allows the game
piece to appear.

In the case where it is determined to cause a game piece to
appear (YES at step S82), the game control unit 54 generates
an effect image in which the game piece appears (game piece
appearance image) and displays the game piece appearance
image on the communication terminal 20 used by the target
user.

When the game piece appearance image is displayed on the
communication terminal 20 in this manner, the game control
unit 54 gives the game piece to the target user (step S83).

As described above, in the game piece information, the
(levels of'the) users to whom the game piece is more likely to
be given are set for each game piece, and therefore, each game
piece is given to users at levels in different ranges as a result.

In this case, the game control unit 54 generates obtained
game piece information including a user ID for identifying a
target user and a piece ID for identifying a game piece (piece)
given to the target user associated with each other. The game
control unit 54 stores the generated obtained game piece
information in the storage unit 42 (step S84).

The game control unit 54 determines whether or not a
predetermined period of time has elapsed after the guild event
occurs at step S81 described above (step S85). As the prede-
termined period of time, for example, one hour, etc., is set.

In the case where it is determined that the predetermined
period of time has elapsed (YES at step S85), the guild event
is ended (step S86).

On the other hand, in the case where it is determined that
the predetermined period of time has not elapsed yet (NO at
step S85), the guild event is continued and the procedure
returns to step S82 described above, and the processing is
repeated. In other words, in the guild event in the present
embodiment, for the period of time during which the guild
event is taking place (i.e., for the period of time until the guild
event is ended after the guild event occurs), it is possible to
collect a plurality of game pieces.

In the case where it is determined that a game piece is not
caused to appear at step S82, the game piece is not given to the
target users and the processing at step 85 is performed.

In the case where it is determined that, for example, a
plurality of game pieces appears based on the appearance
probabilities at step S82, an effect image in which one of the
plurality of game pieces appears may be displayed on the
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communication terminal 20, or an effect image in which the
plurality of game pieces appears may be displayed on the
communication terminal 20. In the case where the effect
image in which the plurality of game pieces appears is dis-
played on the communication terminal 20, it may also be
possible to give all of the game pieces to the target user or to
give only one of the plurality of game pieces, which is
selected by the target user.

Next, with reference to the flowchart in FIG. 17, the pro-
cedure of the guild event management processing performed
by the game control device 50 according to the present
embodiment is explained. The guild event management pro-
cessing is processing to manage the game pieces given to
users for the period of time during which a guild event is
taking place and to give rewards in the guild event to the users.

First, the game control unit 54 included in the game control
device 50 specifies game pieces given to each of a plurality of
users (guild members) constituting the guild (group) indi-
cated by the guild information (group information) stored in
the storage unit 42, based on the obtained game piece infor-
mation stored in the storage unit 42.

In this case, the game control unit 54 acquires the guild
information (group information) stored in the storage unit 42.

The game control unit 54 specifies all of the user IDs
associated with the same guild ID in the acquired guild infor-
mation. The users identified by the user IDs specified here are
the users constituting the same guild. Hereinafter, the guild
consisting of the users identified by the user IDs specified
here is referred to as the target guild.

The game control unit 54 acquires the obtained game piece
information including the specified user IDs from the storage
unit 42.

The game control unit 54 specifies the pieces identified by
the piece IDs included in the acquired obtained game piece
information as the game pieces given to each of the users
constituting the target guild.

Hereinafter, the game pieces specified by the game control
unit 54 at step S91 are referred to as the obtained game pieces.

Next, the game control unit 54 determines whether or not
all of the game pieces are given to the (plurality of users
constituting the) target guild based on the obtained game
pieces and the game piece information stored in the storage
unit 42 (step S92).

The processing at step S92 is explained specifically with
reference to FIG. 13 described above. In the case where all of
the pieces identified by, for example, each of the piece IDs
“Al to A6” (six pieces constituting the jewel A) are included
in the obtained game pieces, it is determined that all of the
game pieces are given. In the case where all of the pieces
identified by, for example, each of the piece IDs “B1 to B6”
(six pieces constituting the jewel B) are included in the
obtained game pieces, it is determined that all of the game
pieces are given. Similarly, in the case where all of the pieces
identified by, for example, each of the piece IDs “C1 to C6”
(six pieces constituting the jewel C) are included in the
obtained game pieces, it is determined that all of the game
pieces are given. In the case where all of the pieces identified
by, for example, each of the piece IDs “D1 to D6” (six pieces
constituting the jewel D) are included in the obtained game
pieces, it is determined that all of the game pieces are given.

In other words, at step S92, in the case where all of the
pieces (i.e., one set of six pieces) constituting at least one
(type of) jewel exist in the obtained game pieces, it is deter-
mined that all of the game pieces are given.

Inthe case where it is determined that all of the game pieces
are given (YES at step S92), the game control unit 54 gives a
reward in accordance with all of the given game pieces (i.e.,
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the type of jewel whose pieces are all collected) to the plu-
rality of users (guild members) constituting the target guild
(step S93). In the case where a plurality of sets of game pieces
is given (e.g., in the case where all of the pieces identified by
the piece IDs “A1l to A6 and all of the pieces identified by the
piece IDs “D1 to D6 are given), the reward is given for each
(type) of the game pieces.

Next, whether or not the guild event is ended is determined
(step S94). In the case where it is determined that the guild
event is not ended yet (NO at step S94), the procedure returns
to step S91 described above and the processing is repeated.

On the other hand, in the case where it is determined that
the guild event is ended (YES at step S94), the game pieces
given to the users in the guild event are invalidated (step S95).
In this case, the game control unit 54 deletes the obtained
game piece information stored in the storage unit 42.

In the case where the target guild collects all of the game
pieces, it is also possible to give a ranking point to the target
guild besides the reward described above. It is possible to
totalize the ranking point given to the target guild for each
predetermined period of time and to give various kinds of
rewards to the plurality of users constituting the target guild in
accordance with the total value of the ranking point. It is
assumed that the ranking point is given also by the robot
battle, etc., which do not occur during the guild event. Due to
this, it is expected that each of a plurality of users constituting
atarget guild will positively play the card battle game in order
to obtain the ranking point even for the period of time during
which the guild event is not taking place. This ranking point
may be managed, for example, in the storage unit 42, etc., for
each guild.

The guild event management processing explained in FIG.
17 is performed for all of the guilds existing (created) in the
card battle game.

As described above, in the present embodiment, to each of
the users constituting a guild (group), a game piece is given in
accordance with the operation of the user to the communica-
tion terminal 20 used by the user. The obtained game piece
information indicative of the game pieces given to each of the
users is stored in the storage unit 42. Based on the obtained
game piece information stored in the storage unit 42, whether
all of the game pieces (one set of game pieces) are given to the
plurality of users constituting the guild indicated by the guild
information (group information) is determined. In the case
where it is determined that all of the game pieces are given, a
reward is given to the plurality of users constituting the guild.
Due to this, it is possible to provide a mechanism in which a
plurality of users plays a social game in cooperation with one
another.

Further, in the present embodiment, each of the game
pieces indicated by the game piece information is given to
users at levels in different ranges. Due to this, it is possible to
encourage users to constitute a guild regardless of the levels,
etc., instead of constituting a guild including, for example,
only high-level users or only low-level users, and therefore, it
is possible to provide a mechanism in which a chance to
obtain the reward is given to all of the users.

Further, in the present embodiment, the reward is given in
the case where all of the game pieces are given for the period
of time during which the guild event is taking place, and the
obtained game piece information is deleted in the case where
the period of time has elapsed. Due to this, the reward can be
obtained only by collecting all of the game pieces for the
period of time during which the guild event is taking place,
and therefore, it is possible to encourage a user to constitute a
guild with users who play the card battle game, for example,
in the same time zone as the user, and to play the game in
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cooperation with a larger number of users. Further, in the
present embodiment, it may also be possible to display a
screen for explaining the feature of a guild (the main play time
zone of the users constituting the guild, etc.) on the commu-
nication terminal 20. By such a configuration, it is possible for
a user to join a more appropriate guild, and therefore, it is
possible for the user to obtain a reward in the guild, and it can
be expected that the card battle game will be played continu-
ously.

The explanation has been given on the assumption that the
main cycle explained in FIG. 5 described previously and the
sub cycle including a guild event are provided in the card
battle game in the present embodiment. The sub cycle may
further include a mechanism in which, for example, the robot
battle is fought with another user (hereinafter, referred to as
PvP), etc. Also in the PvP, it is possible to give the above-
described ranking point and various kinds of rewards in
accordance with the outcome. Further, it is also possible to
obtain a game piece in the present embodiment from another
user in accordance with the outcome of the PvP.

In a normal quest or a special quest, for example, it is also
possible to cause to occur randomly a raid boss event in which
a battle is fought with an enemy character referred to as a raid
boss by borrowing a leader card character of another user,
and, for example, a raid NPC event in which a robot battle
(raid robot battle) is fought with an enemy robot character
referred to as araid robot character (raid NPC), in cooperation
with a guild, etc.

By the raid boss event, it is possible to motivates a user to
make friends in the card battle game by making it easier to
borrow the leader card of a user registered, for example, as a
friend, and therefore, to encourage the user to continuously
play the game. Further, by causing the raid boss event to
occur, it is possible to recognize the strength (i.e., parameters)
of the card character (leader card character) of another user
and at the same time, to know the existence of a new card
character, the parameters thereof, etc. It is assumed that the
user who lends the leader character to another user in the raid
boss event is given a reward, such as a point used to obtain a
card character, an item, etc., for example, in the card battle
game.

In the case of the raid NPC event, it is also possible to for
each user constituting a guild to fight a robot battle using the
deck robot character of his/her own individually, and then to
give the above-described ranking point to the guild in accor-
dance with the outcome of the robot battle. Further, in the case
of the defeat in the raid robot battle in the raid NPC event, it
is also possible to ask another guild for help.

Although explanation has been given on the assumption
that the card battle game in the present embodiment is imple-
mented by a web application, the card battle game may be
implemented by a native application that is downloaded to the
communication terminal (terminal device) 20, installed on
the communication terminal 20 and then used.

The present invention is not limited to the above-described
embodiment as it is and it is possible to embody the embodi-
ment by altering the components in the scope not deviating
from the gist thereof in the stage of embodiment. Further, it is
possible to form various kinds of inventions by appropriately
combining the plurality of components disclosed in the
above-described embodiment. For example, it may also be
possible to delete some components from all of the compo-
nents illustrated in the embodiments.

What is claimed is:

1. A game control method carried out by a game control
device for providing a game to a plurality of communication
terminals respectively used by a plurality of users, the game
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control device communicating with the plurality of commu-
nication terminals and having a storage unit, the method
comprising the steps of:

(a) storing skill level information indicative of skill levels
of each of the plurality of users of the game, in the
storage unit;

(b) grouping the plurality of users into one or more groups;

(c) providing one or more of a plurality of game piecesto a
first plurality of users in a first group of said one or more
groups, based on the skill level information, while the
first plurality of users are at certain events in the game;

(d) storing allocation information indicating which game
piece has been provided to which user with a respective
skill level, and a number and type of game pieces
required to obtain a game item as a reward, in the storage
unit;

(e) determining whether all of the game pieces required to
obtain said game item have been provided to the first
group, based on the allocation information stored in the
storage unit; and

() allocating in a memory, the game item to the first group
or at least one of the first plurality of users, when it is
determined that all the required game pieces have been
provided.

2. The game control method according to claim 1, further

comprising the step of:

g) creating, in response to a request from a communication
terminal of one of the plurality of users, a new group to
which one of the plurality of users belongs.

3. The game control method according to claim 1, further

comprising the step of:

(h) allowing a user who plays the game to join a group only
if the game control device has received approval from a
communication terminal of at least one of the users in the
group.

4. The game control method according to claim 1, wherein
in step (c), the plurality of game pieces are respectively pro-
vided to users with skill levels in different ranges with differ-
ent probabilities, based on the skill level information.

5. The game control method according to claim 1, wherein
in step (c), the plurality of game pieces are respectively pro-
vided to users with skill levels in different ranges, based on
the skill level information.

6. The game control method according to claim 1, wherein
in step (c), each, of the plurality of game pieces is only
provided to users with skill levels in a predetermined range,
based on the skill level information.

7. The game control method according to claim 1, wherein
in step (c¢) only one of the plurality of game pieces is provided
to each of the first plurality of users.

8. The game control method according to claim 1, further
comprising the steps of:

(1) controlling a battle between two users in the game; and

(j) transferring a game piece provided to one of the users in
step (c) to the other user, depending on the outcome of
the battle.
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9. A game control device for providing a game to a plurality
of communication terminals respectively used by a plurality
of users, the device comprising:

a storage unit for storing skill level information indicative
of skill levels of each of the plurality of users, and
allocation information indicating which game piece has
been provided to which user with a respective skill level,
and a number and type of game pieces required to obtain
a game item as a reward;

a processor for grouping the plurality of users into one or
more groups, and for providing one or more of a plural-
ity of game pieces to a first plurality of users in a first
group of said one or more groups, based on the skill level
information, while the first plurality of users are at cer-
tain events in the game;

a determining unit for determining whether all of the game
pieces required to obtain said game item have been pro-
vided to the first group, based on the allocation informa-
tion stored in the storage unit; and

a memory allocation unit for allocating in a memory, the
game item to the first group or at least one of the first
plurality of users, when it is determined that all the
required game pieces have been provided.

10. A non-transitory computer readable recording medium
for storing a program that causes a computer of a game
control device to execute a process, the game control device
providing a game to a plurality of communication terminals
respectively used by a plurality of users, and having a storage
unit the process comprising the steps of:

(a) storing skill level information indicative of skill levels
of each of the plurality of users of the game, in the
storage unit;

(b) grouping the plurality of users into one or more groups;

(c) providing one or more of a plurality of game pieces to a
first plurality of users in a first group of said one or more
groups, based on the skill level information, while the
first plurality of users are at certain events in the game;

(d) storing allocation information indicating which game
piece has been provided to which user with a respective
skill level, and a number and type of game pieces
required to obtain a game item as a reward, in the storage
unit;

(e) determining whether all of the game pieces required to
obtain said game item have been provided to the first
group, based on the allocation information stored in the
storage unit; and

() allocating in a memory, the game item to the first group
or at least one of the first plurality of users, when it is
determined that all the required game pieces have been
provided.

11. The game control method according to claim 1,
wherein in step (b), the one or more groups are formed based
on receiving a user preference input from at least one of the
plurality of users.



